Rob House 

Calabasas, CA 91302 
310-740-7650 
rob.house.vfx@gmail.com 


Senior CFX Artist / Technical Animator with a broad, Generalist background of work, contributing to over 
40 feature films and several television series. 


Experience 
CFX Development & Shot Artist, DreamWorks Feature Animation 2018 - 2024 


Cloth Dev and Shot work (Maya, Houdini): 

Abominable, Boss Baby 2 - Family Business, The Bad Guys, 

Puss in Boots - The Last Wish, Trolls Band Together, Kung Fu Panda 4, 
The Wild Robot 


Grooming (Houdini): 
Trolls Band Together 


Senior CFX Artist, Digital Domain 3.0 2016 

Cloth Dev and Shot work: Beauty and the Beast 
Senior Grooming Artist, Motion Picture Company (MPC) 2015 

The Jungle Book - Peacock feathers and Balloo wet-clumping dev 
Senior Technical Director, Sony Pictures Imageworks 1997 - 2014 & 2017 


Cloth Dev: 

Cloudy w/ Chance of Meatballs 2, Hotel Transylvania, Green Lantern, 
Ghost Rider, Stuart Little, Polar Express 

CFX Lead: | am Legend, Ghost Rider, Polar Express, Stuart Little 2 


Hair, Fur Grooms & Rigging: 

Spider-Man - Into The Spiderverse, Cloudy w/ Chance of Meatballs 2, 
Hotel Transylvania, Watchmen, lam Legend, Beowulf, Ghost Rider, 
Polar Express 


Generalist Roles: 

Effects Artist: Godzilla, Snow Falling on Cedars, A Little Princess 
Lighter/Compositor: Hollowman, Godzilla, Stuart Little 
Technical Animator: Stuart Little 2, | Spy 


CG Lead Animator, Warner Digital Studios 1996 - 1997 


Look-Development Lead, Batman & Robin, working with in-house VFX supervisor 

(Rodgers) and client-side supervisors (Dykstra, Adamson) to create virtual camera-rigs 
analogous to motion-control camera rigs. | tested and implemented prototype Image-Based 
Modeling software (Debevec) for 3D geometry-creation based on multiple views. 


Technical Director, Warner Bros. Imaging Technology 1993 - 1996 


FX and Compositing Artist: A Little Princess, Batman Forever 
Compositing Lead: Woodstock (25* Anniversary) 


In addition to producing effects for films and TV, | played a central role in adapting CGI to the 
classic look of Warner Bros. Animation, resulting in the final look for Duck Dodgers in the 3rd 
Dimension, on which | was Lead T.D., and Stereographer. 


Designer & Animator, Digital Arts / Paragraphics (Saginaw, MI) 1990 - 1992 


| was a UX / features consultant for Digital Arts Software (technology start-up company of 
about 6 employees) who were creators of one of the first PC-based animation packages, and 
one of the first development partners of Pixar's RenderMan. | used the software in broadcast 
applications for local clients, and demonstrated it at NAB 1991, and SIGGRAPH 1992. 


Education 
IDelta College, AA fine art, Video and Film production 
Distinctions 


Active Member,VisualEffectsSociety 

*Co-presenter, SIGGRAPH, San Diego: Clothing Simulationand Animation 

*Presenter, Instrumentation Society of America, Saginaw, Michigan: /ntro to 
Computer Imaging 

*Art Director, Princing & Ewend Associates Advertising, Saginaw, Michigan 


About Me 


I'm married with two fine sons, both in college. We still ski together. | am an artist and 
musicion . | have owned and enjoyed two sailboats, one in the freshwater of Lake Michigan - 
the other in the open seas of Southern California. 


